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BROADBAND ONLY 


WARNING: READ BEFORE USING YOUR PLAYSTATION®@2 
COMPUTER ENTERTAINMENT SYSTEM. 

Avery small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 


patterns or backgrounds on a television screen or while playing video 
games, including games played on the PlayStation 2 console, may induce : 
an epileptic seizure in these individuals. Certain conditions may induce t 
previously undetected epileptic symptoms even in persons who have no : 
history of prior seizures or epilepsy. If you, or anyone in your family, has an 4 
epileptic condition, consult your physician prior to playing. If you experience $ 
any of the following symptoms while playing a video game — dizziness, F 
altered vision, eye or muscle twitches, loss of awareness, disorientation, q 


any involuntary movement, or convulsions — IMMEDIATELY discontinue use 
and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 
Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD 
type. Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the 
controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 
¢ This disc is intended for use only with PlayStation 2 consoles 

with the NTSC U/C designation. . 
¢ Do not bend it, crush it or submerge it in liquids. 
¢ Do not leave it in direct sunlight or near a radiator or other source of heat. 
¢ Be sure to take an occasional rest break during extended play. 
¢ Keep this compact disc clean. Always hold the disc by the edges and 

keep it in its protective case when not in use. Clean the disc with a lint- 

free, soft, dry cloth, wiping in straight lines from center to outer edge. 

Never use solvents or abrasive cleaners. 
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GETTING STARTED 


Set up your PlayStation®2 computer entertainment sys- 
tem according to the instructions in its Instruction Manual. 
Make sure the MAIN POWER switch (located on the back 
of the console)..is.turned ON. Press the RESET button. 


~ When the power indicator lights up, press the OPEN but- 
_» ton and the disc tray will open. Place the MLB Slugfest 
‘< _ Loaded™ disc on the disc tray with the label side facing up. 
hag »Press the OPEN button again and the disc tray will close. 
“(Attach game controllers and other peripherals, as appro- 
riate. Follow on-screen instructions and refer to this 


anual for information on using the software. 


MEMORY CARD slot 2 
MEMORY CARD slot 1 disc tray 
{ i = | —— = Ege RESET button 


= t OPEN button 


USB connector 


controller port 1 
controller port 2 


VOICE CHAT/USB HEADSET 


This product allows the use of the USB headset (for PlayStation®2). Other users 
with voice chat capabilities will have a headset icon next to their username. To 
use your headset, it must be plugged in your console before an online match is 
started. To turn your headset on or off, press the &, button. Voice chat is only 
available while in a match. For more information regarding the Online feature of 
the game, see pg. 15. 


MLB Slugfest Loaded does NOT recommend or support “Analog Joystick” 
controllers that are not DUALSHOCK®2 analog controllers. 


DUALSHOCK*2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button R2 button 
L1 button R1 button 
directional 
buttons 
A button 
left analog stick © button 
(L3 button when pushed down) 
SELECT button %  butto 
ANALOG mode button 1 button 


START button 
right analog stick 
(R3 button when pushed down) 


QUITTING A GAME IN PROGRESS 


To quit a game.in progress, press the 8 button during the game. The Pause — 
Screen will appear. Select Quit Game, then confirm by selecting Yes. You'll then 
return to the Main Menu. 


MENU/SUB-MENU NAVIGATION 


Throughout this manual, ¥, $, and ™> will signify pressing Up, Down, Left 
and Right on the directional buttons. To navigate through the game menus (i.e. 
Options), use the directional buttons (f, $4, = and => depending on the — 
menu) to highlight a selection. To activate a selection or access the next menu, 
press the @ button. To go back to the previous menu and/or cancel the previ- 
ous selection, press the ® button. 


Trick Pitch 


Special Pitch 
Previous Pitch 


Menu 
SONY 
Shift Defense nn Bean Ball 
SELECT sinane START 
Pitch 
Pitch location 
(High/Low/Inside/Outside) 
2 Throw Intentional Ball 


Pitcher and Batter Ratings (if Balls Option is On) 


Game Stats Pick Off (After Pitch Selection) 


Show Strike Zone 


BATTING 


Camera Angle Turbo 


Retreat Runner/ 

Advance Runner /Steal Cote Steet 
Dodge 

Bean Ball/ 


Switch Hitter 
Move Batter 


ANALOG 


Bunt 


Contact Swing 


Pitcher and Batter Ratings Power Swing 
Game Stats 
(press L3 Button) Rotate Batter 
Pitch History 


(press R3 Button) 


Turbo 


Advance Runner. 


Retreat Runner 


Specify Base High Clear Out 
Stiff Arm 
(Requires Turbo) _ 
Runner Slide/Avoid 
Use w/Turbo to take out 

FIELDING 0 

Fe 
Cocky Catch-———— Turbo A 


Jump/Dive 
Move Fielder PlayStation Tag 


START 
ANALOG 


Throw 
(along with left analog 
or directional buttons for 


SER x 

specific bases) ‘ a 
tA 

ely 


Switch Fielder 
Throw to Base 
(=> = 1st base, f =2nd base,  =3rd base, | =Home 


re 


The Main Menu includes your Game Modes and Settings. Press the button 
or button to cycle these menus. 


>> Quickplay 
F 


Skip any setup options and go right to the diamond. You'll go to the Select 
Controller Screen. Player(s) will select Home or Away, then select a team (see 
Select Teams, pg. 17). You'll go to the Styles Menu, then off to the first pitch. 


MLB Slugfest Loaded’s new Franchise Mode allows you to select an MLB team, 
and play multiple seasons. Over this time, your challenges will be to manage 
your roster, negotiate trades, sign contracts and pick up the free agents you'll 


eae! need to build your team into a contender (see Franchise Mode, pg. 10-13). 


HOME RUN DERBY 


Knock some baseballs over the wall in MLB Slugfest’s Home Run Derby. See 
Home Run Derby, pg. 14 for details. 


ONLINE 


MLB Slugfest Loaded can now be played online. Select this option to go to the 
Online interface and set yourself up for an online game (see Online, pg. 15). 


 * 


MLB Slugfest Loaded has a vast array 
of options that help dictate the type of 
game you'll play. Press the directional 
buttons ¥ or § to highlight options. 


Press the directional buttons @ or™ | & 
to cycle option settings. When you're | 
finished changing options, press the ® 
button to exit the set of options. Here 
are the options: 


GAMEPLAY OPTIONS 


Change the following options for a varied game play experience: - : 
a es 
Pray Mone re 


you want to play. A Custom game lets you adjust all of the game options 


Select one of three play modes, each based on the type of baseball gam ae 
to create your own type of baseball game. 


Select MLB Classic to play a more Sim based baseball game. You'll play 


without the Over-the-Top features normally found in a Slugfest game 


If you want to play with the Over-the-Top features you’ve come to know na 


from playing previous Slugfest games, select Slugfest. 


DIFFICULTY 
Set the CPU Skill Level to Minors, Rookie, Pro, Veteran or All-Star. 


Batting STYLE 


Select from three different battle styles: 


Authentic - Using this style, you'll have to hit the ball where it crosses —— 
plate, and you'll need to get the timing correct. Pig 
Directional - This style allows you to aim your swing to hit the ball in any ; 
direction you like. . 


Slugfest - The traditional Slugfest batting style is a bit easier than th 
other two. Basically, if your timing is down, you’ll make contact with the 
ball. 


On/Ort Orriens 


Press the directional buttons = or ™ to turn the following options ON or OFF: 


Ticker Tape - Crawling text appears at the bottom of the screen. 
Balls - Turn Off to keep all pitches inside the strike zone. 
Ball Trails’- Trail effects appear as the ball flies through the air. 


Perfect Throws - Throws from your fielders hit the target base without 
bouncing or veering offline. 


Aggression - Shove players and rush the mound. 


Turbo - Extra speed and power is available for the player 
you're controlling. 


Fire - Players catch fire for more speed, power and 
unlimited Turbo. 


Special Pitches - Earned from strikes (see Special Pitch Meter, pg. 19) 
Trick Pitches - An extra pitch is available for your arsenal. 


Auto Select Outfielder - When the ball is in the air, the closest outfielder is 
selected for you. 


Super Jumps - Players can leap or dive high and far for the ball. 


You can make several modifications to the 
‘game’s audio settings. Press the directional Fag 
buttons ¥ or § to select the option you want |> 
to change, then press the directional buttons = 
© or ™ to toggle an option ON or OFF or 
adjust the volume level. 


-Sounp Mone 
Choose from Stereo, Mono or Surround Sound. 
~ PRESETS 
_ Choose Onfield, Old School, No Jokes or Default. 


You can make level adjustments to the Music, Sound Effects, Commentary or 
Crowd. 


Ae 


MLB Slugfest Loaded lets you save accumu- 
lated data to your memory card (8MB) (for 
PlayStation®2). We highly recommend using 
a memory card to enjoy the many features 
you'll find in this game. 


Each time you start MLB Slugfest Loaded on 


your PlayStation®2 computer entertainment 
system, the game will read your memory card. 


On the Load/Save Options, you'll find the Memory Management options. It offers : 
options that allow you to view, sort and/or save game data on your memory card. Py 


Franchise Mode allows you to Save and Load saved data to continue 
Franchise in progress. When you select a Save or Load option, available MEM. 
ORY CARD slots for saving data are displayed. Select a MEMORY CARD slot b 
pressing the or buttons. 


Select a file within the memory card and press the € button to begin saving. A 
pop-up window will be displayed regarding the saving progress. 


SORTING 


Press the directional buttons  or™ to highlight a category, then press the 
button to sort the data. 


LOADING 
You can manually load your saved Franchise using this option. Select ay 


MEMORY CARD slot, then press the & button. Any saved Franchises will be dis-— 
played. Press the & button again to load the Franchise. 4 


SAVING UNLOCKABLES 


At the conclusion of your game, you'll be prompted with the option to save your 
options settings to the memory card. If you’ve unlocked any unlockables dur- 
ing your game, you can save them to the memory card as well. To do so, select ~ 
the “Unlockables” file, and press the & button to save them. 


It is advised that you do not insert or remove peripherals or memory 
cards once the power is turned ON. Make sure there is enough free 
Space on your memory card before commencing play. 


SLUGFEST THEATER 


MLB Slugfest Loaded includes FMV and promotional material that may be 
viewed at ‘any time. Once this gator. is Selected, press the iectional F 


MLB Slugfest Loaded’s new Franchise Mode allows you to select an MLB team, 
and play multiple seasons of Major League Baseball. Over this time, your chal- 
lenges will be to draft new players, release players and do the things necessary 
to keep on winning. 


SELECT TEAM 


__ “You'll start by selecting an MLB team andballpark at the Select Team Screen. 
~~ After you select your team and ballpark, the Gameplay Options will appear (see 
./. Settings, pgs. 7-8). Make any adjustments, then press the © button to contin- 
~~ ue. You can use the MLB team and players you chose, or you can draft your own 
«team (see Fantasy Draft, below). 


© FANTASY DRAFT 


“MLB Slugfest Loaded includes a|_ 
Fantasy Draft option to enhance your ¥g 9 hiphchees 
Franchise Play. At the Select Game a) =: al” 


"Screen, press the @ button to view the 
Fantasy Draft screen. 


The CPU will start the draft, and very 
quickly players will be selected. 
Eventually, it will be your pick. Press the 


button or (GE button to cycle the 
Available players, Drafted players and your Current picks. 


t 
R 
K 
R 
R 
K 
R 
R 


Pressing the button and (GEE button cycles the player positions. Press the 
ie y directional buttons or ™ to highlight statistical categories. Press the direc- 
tional buttons ¥ or ¥ to highlight available players. 


You can scout a player by pressing the © button. His stats will be displayed. 
When you've decided, press the & button to make your pick. Repeat this 
process to make all of our picks. Names listed in gray are unavailable. 


You'll go through 35 rounds of players to make up your roster, so plan to spend 
some quality time with your draft. When you're finished, or if you want to have the 
CPU finish the draft, press the ® button. 


NAME THIS FRANCHISE 


To name the Franchise, press the directional buttons t, $, & or™ to high- 
light a character, then press the @ button to select it. Repeat the process until 
you’ve spelled out the name you want, then select END. 


SCHEBULE 


Prior to a Franchise game, select this option to 
view your team’s schedule. You can press the } 
directional buttons or ™ to view future 
games in the schedule. You can also view 
other teams’ schedules by pressing the 
or button. 

This is the option you'll return to when you’re ready to play a game. Highlight the 


next game on the schedule, and press the © button. You’ll be prompted to sim-— 
ulate all other games on the schedule and play yours. 


<} Royals = 
7) At Braves 


Note: If you select a future game on the schedule, you'll be prompted to simu- 
late all scheduled games prior. You can’t play a future game, and return to play 
previously scheduled games later. You must play the games in the order th 
appear on your schedule. 


CLUBHOUSE 


The Clubhouse option allows you to make some management decisions prior 
the opening pitch. 


Batting Onper/Pitcnine Rotation/Set Positions 


BATTING ORDER 
Highlight the player you want to move, then press the © button. Once that play- 
er is selected, you can highlight another player and select him as well. They will” 
then swap positions. 


Repeat the process until your batting order, pitching rotation or player positions 
are set. The button and IEEE button can be used to view other team’s bat- — 
ting orders or pitching rotations. The button and the (GEM button can be ~ 
used to view statistical categories. 


PiTCHING ROTATION 
The pitching rotation and defensive positions can be adjusted the same manner 
in which the batting order was changed. 


STRATEGIES 

You can set a batting strategy for the times when you Simulate a game. Pre: 

the directional buttons = or ™ to increase or decrease the setting. This will 
increase or decrease the tendency for your team to employ a Sacrifice Bunt, 3 
Squeeze Play or a Hit and Run. The success or failure of these strategies will 
then show up in your team’s stats. 


When you’re finished with your Clubhouse operations, press the ®. button t 
save the Franchise to your memory card. == sigan S 


FRONT OFFICE 
Battine/Pitcnine GCaturs 


The Batting Callups menu allows you to look at your AAA minor league 

prospects and*decide if they should be called up to the majors. Highlight the 
~ player you want to send down to the minors, then press the € button. Once that 

-_. player is selected, highlight the AAA player and press the @ button again. They 
will then swap positions. 


The button and button can be used to view other team’s callups. The 
EB button and the button can be used to view statistical categories. You 
-¢an’t make changes to callups for any team other than your Franchise team. 


Scout a player by pressing the © button. His stats will be displayed. 


TRADES 


Now that you own a Franchise, you can call 
the shots in regards to Trades. Press the 
directional buttons % or § to highlight the 
players available for trade, then press the 
_ directional buttons or ™ to cycle the 
_ player positions. 
Once you've highlighted the player you want 
to trade, press the & button to place him in 
the Trade window. If you change your mind, 
the & button will also remove him from the Trade window. 


To see trade offers from other teams, press the button and button to 
scroll through the other MLB teams. Press the @ button to see trade offers for 
the player you’ve put on the trading block. To see more players available, press 
the ® button again. 


To move between your team’s Trade Window and the team you’re trading with, 
press the button and (GHB button. Once you've accessed the other team’s 
Trade Window, press the directional buttons ¥ or § to access their roster and 
select other players you’d like included for trade consideration. They will be 
added to that team’s Trade Window. 


Trapes: (cont.) 
SCOUTING 


When a player is highlighted, you can press the © button to view player infor- 
mation and statistics. 4 


Negotiating - With the Scouting Report window, you can press the © button to 
negotiate compensation using your available Credits (see How Credits Work, 


pg. 16). ; 
There are several contracts to choose from. Simply highlight the terms you want — 
to offer that player, then press the © button. " 


When you’re finished setting up your trade, press the ® button to propose the ; _ 
trade. You'll be asked to confirm the trade, then you'll be notified if the trade was fs 
accepted or not. 


Free AGENTS 


MLB Slugfest Loaded includes a list of avail- 
able Free Agents that you can acquire for 
your Franchise. 


Press the directional buttons ¥ or } to high- 
light the players available, then press the 


button and button to cycle the 
player positions. 


Once you've highlighted the player, press the @ button to view his Scouting” : 
Report. In order to sign this player, you’ll need to select a Credits package (see 
How Credits Work, pg. 16). Select a package, then press the @ button to sign” m 
the player. 


ScouriNG 


¢ Health is a rating indicating the approximate percentage of games in a 162-— 
game season that this player will be able to play. 


¢ Stamina indicates the approximate number of pitches a pitcher can throw 
before getting tired. 


* PL (as in PLO4) indicates the Playoff stats for that player (2004 Playoff stats). 
¢ ST (as in ST04) indicates the Spring Training stats for that player (2004 
Spring Training stats). 


This option lets you check out the latest stats information regarding your 
Franchise’s league. You can check out the League Leaders, Standings and 
Headlines throughout your league. 


OPTIONS 


See Settings, pg. 


HOME RUN DERBY 


SLUGGER SELECT 


At the Slugger Select screen, press the 
directional buttons @ or ™ to toggle 
between CPU (computer controlled) or VE 
User (human controlled), then press.the © 
_. button to access the player names. You can 


have up to 8 contestants, controlled by 
e » human players and/or the CPU. 


i Press the directional buttons t or ¥ to scroll available players, then press the 
button again to make a selection. Repeat this process to complete your Home 
lun Derby line up. 


hen you're finished selecting your sluggers, press the ® button to go back to 
the Home Run Derby line-up. 


STADIUM SELECT 


Press the directional buttons = or™ to choose the stadium you'd like to use, 
then press the @ button to select it and return to the Home Run Derby menu. 


OPTIONS 


Use the following options to set up your Home Run Derby contest: 


Suit Lever 
Set the Skill Level to Minors, Rookie, Pro, Veteran or All-Star. 


Outs Per Batter 


You can decide how many Outs you'd like each player to have. Choose between 
1 and 10 outs. The default is 10. 


Pitch TYPE 

Select the type of pitch you want thrown to the hitters. You can choose one of 
the many pitch types included in MLB Slugfest Loaded, or you can select 
Random to keep hitters guessing. 


Pitch Location 
Select Middle to put them over the plate consistently, or select Random to have 
the ball cover all areas on and off the plate to make things a bit more difficult. 


Batting STYLE 
See Batting Style, pg. 7. 


GETTING STA 


MLB Slugfest Loaded’s new Online feature allows you to connect to the Internet and 
play a 1-on-1 game against other players online. In order to access Online mode, you 
will need a network adaptor (Ethernet/modem) (for PlayStation®2), a memory card 
(8MB) (for PlayStation®2), and a broadband connection to the Internet from an 
Internet service provider (ISP). Use the following procedure to log on: 


Choose Online listed on the Main Menu screen to view the Network Setup 
screen. If there is an existing configuration file beneath the “Choose Your 
Connection” header, select it to enter the Network Login screen. If Create or 
Modify is the only selectable option, select it and follow the instructions within. 
the Add Settings listing on the Networks Settings screen to properly configure — 
your PlayStation®2 computer entertainment system for online play. 


Note: During Online Setup, you cannot edit or delete AOL network settings. Also, .~ 
you'll be required to view and accept the terms and conditions. Online service for Z: 
this title is guaranteed only through June 7th, 2005, 


NETWORK SETTINGS 


Add Settings - Follow on-screen instructions to configure your Network 
Configuration file. % 
Edit Setting - To make changes to your settings, follow on-screen instructions. 
Delete Setting - Delete the settings you no longer need. 
Test Connection - To make sure you’ve successfully entered your setting, 


“on 
and 
put the settings to the test. “git 


we 


* 


vie 


Note: Network setting(s) can also be created by using the network adaptor start-up disc 
(SCEA) network adaptor utility disc (SCEE) included with the SCE network adaptor. 


Network CompartiBiLity 


MLB Slugfest Loaded supports Online gameplay using the network adap 
(Ethernet/modem) (for PlayStation®2) to connect to the GameSpy network. The 

in-game networking uses the official IANA registered PS2 UDP port number: ae 
ps-ams 3658/UDP PlayStation AMS (Secure). Within a GameSpy room, your z 
local host ping information will be unavailable to other players if you are behind 
a NAT/firewall. GameSpy requires UDP Port 13139 to be open for unsolicited ~~ 
UDP in order to display the connection speed of other players. 


LOGIN 


On the MLB Slugfest Loaded Login screen you'll have three options: Log In > stm» 
Now, New Account and Disconnect. If this is your first time playing MLB 
Slugfest Loaded online, or you want to create a new account, select New 
Account. Enter or create your Username and Password. 

Once you've finished entering profile information, you'll be prompted with th 
option to save this account to a memory card. If you have an existing accouni 
choose Log in to MLB Slugfest Loaded, then enter your previously create : 
Username and Password. You may also log in using player profiles previously ; 
saved to your memory card. ; 


MLB SLUGFEST LOADED CENTRAL 


At the MLB Slugfest Loaded Central screen you will find playable modes. You 
can view the League Leaders, visit the Hall of Fame and stay current on all Mie 
Slugfest Loaded news & updates. : 


ONLINE POINTS arse 


See page 27. 


Credits are the monetary system used in MLB Slugfest’s Franchise Mode. You 
accrue Credits automatically as your Franchise season progresses, primarily from 
ticket sales and earnings for TV broadcasts (these earnings are automatically 
determined by the CPU). Accumulating Credits is simple: build yourself a winning 
Franchise. Big market teams (likesthe Yankess & Dodgers) earn more credits. 
Small market teams (like the Expos & Royals). will earn less. As you win a lot of 
games or even win the World Series, you'll see your number of Credits on the Free 

, - Agent screen go up (see Free Agents, pg. 13). 


You’ll use your credits on player contracts and trades (for each game played, 
each player receives 1/162 of his salary, adding up to their full salary over the 
"course of a 162 game season). For every game you play, Credits go up from tick- 
(et sales and down for player salaries. Because you earn a bigger share of the 
“g ate on home games, you may see your Credits go up after some home games 
then fall on away games. 


our BunGet 
The “Budget” figure is the CPU's estimate of how high your Payroll can go before 
you'll start losing Credits. If your Payroll is 300 and your Budget is 250, you 
should lose about 50 Credits from your Cash entry over the course of a season. 


It’s also good to have some credits in the bank, so you can spend more on rook- 
jes each year. There’s a subtle difference in performance for the players acquired 
when you are in debt versus players acquired with a surplus of credits. 


Crepits Associateo With TRADES & FREE AGENTS 

Having a surplus of credits means you can “sweeten the deal” on the Trades 
screen by adding credits to the players you are offering. Since everyone needs 
Credits to compensate their players, adding Credits is an effective way to make 
a successful trade. 


u 


When you sign a Free Agent you don’t have to use any credits initially (there’s no 
“cost” or “signing bonus” associated with signing a player). But his salary will be 
added to your payroll. This means you'll lose more credits as time goes on. So, 
if you have a Payroll of 250 and you sign a guy at “27 credits for 5 years’; you 
will now have a 277 credit payroll. 


Negative GReDITS 

Having a negative number of credits doesn’t mean your Franchise can’t operate. 
You’re just limited in the moves you can make until you've accumulated a surplus 
of Credits again. When you have negative Credits, you can’t do the following: 


1. Sign contract extensions 

2. Re-sign players whose contracts expired (unless they are earning only 1 Credit) 
3. Sign Free Agents (unless they are seeking only 1 Credit) 

4. Perform a trade that increases your payroll 


AG, 


SELECT CONTROLLERS 


Press the directional buttons or ™ to select the side on which you want to 
play: Away Team or Home Team. Each person must pick a side. 


SELECT TEAMS 


In Quickplay games, you'll need to select the 
team you want to use in your Quickplay game. 
Press the directional buttons or ™ to scroll 
through the teams. Power ranking for Batting, 
Pitching and Defense will be displayed. 


Note: You can also select Random teams by 
pressing the @ button. 00s — PR EHING 


Locken TEAMS ch 


As you scroll through the teams, you'll notice that some custom teams are - 
locked. Before you can select these teams, you'll need to find some success out 
on the diamond. As you accumulate wins and successful statistics, you'll see i 
locked items become available. 


Pray Mone 


- Before the game starts, select the ty; : 
brarcansadbabesd J | of Play Mode for your game (see Pl. 
Slugfest Mode Pg. 7) 


MLB Classic 
My Custom Style 


Midway's exclusive hi 
turbo-charged expert 
animations and trick pitches. 


Turbo Meters 


Strike Zone 


7 ‘ = ma” m1 Trick Pitch Pitch 
Batter * Strike 


Power © 0 Balt Selection 
ikea : Bunt Bean Controls 


Do Back 


Read below for a rundown of the information displayed on-screen as you play: 


Turso Meters 


At the beginning of each half of the inning, the Turbo Meters are fully colored, 
indicating you have the maximum amount of Turbo available. As you use your 
Turbo, the meter diminishes (see Turbo Maintenance, next page). 


Pitcuine/Batting GonTRoLs 


Pitching and batting controls appear on-screen during an at-bat. Batting con- 
trols remain the same for every batter, but the pitching controls change, based 


on the pitcher. 
Tue Diamonn 


In the upper-left portion of the screen, the baseball diamond is displayed with 
colored dots representing offensive and defensive players. The color of the dots 
corresponds to the Home (red) and Away (blue) teams. As you run the bases, 
use this diamond image to keep tabs on your base runners. 


STRIKE ZONE 


Use the Strike Zone to set up your pitcher's pitches or gauge the location of a pitch 
if you’re a batter. As a pitcher, use the left analog stick to place the crosshairs in 
the location you want your pitch. If you move the crosshairs beyond the strike zone, 
you'll notice the ® button that indicates the location outside the zone. 


Prren Count 


Balls and Strikes are displayed here. 


the D-pad to shift Infielders and Outfielders before the pitch. 


- ~ ; 
: iglalelaie!= was Be 2 Fielder 


Control 
Circle 


Special 
Pitch Meter 


r 


Pe Ball 

* Destination 

- Target (Yellow) 

ae: 

wt 

be 

* Speciat Pitch METER 

~ When a pitcher throws 5 strikes, the Special Pitch meter will fill and illumina 


A pitcher’s Special Pitch is then available. The button with the name of the 
Special Pitch will appear at the bottom of the Pitch Selections. Press the 
button to select the Special Pitch, aim with the left analog stick or direction 
buttons, then press the & button, @ button or © button to choose your deli 
ery. The Special Pitch will be accessible until the pitcher uses it. At times, it’: 
best to save it until you need a critical strike out. 


Note: The Special Pitch is available only to the pitcher that acquired the speciale 
Pitch. If you change pitchers, the new pitcher will have to earn a Special Pitch. 


Batt DESTINATION TARGET 


After the ball makes contact with the bat, a yellow target appears in the location 
where the ball will land. This gives you a destination to run toward or under in ~~ 
order to field the ball. The size of the target indicates the height of the ball. When ~ 
batting, this is useful for determining the height of a pitch. The higher the ball, the 
bigger the target. 


Fieunen Control Circles 


Red or Blue Control Circles are fixed below the feet of a controlled player to let 
you know when you’re controlling a player. These colors match the colors dis= 
played at the Select Controller Screen (see Select Controllers, pg. 17). 


Note: As the ball is in flight, sometimes a red or blue arrow points off-screen. 
This arrow points to the off-screen location of your active fielder. Pressing the @® 
button allows you to take control of the fielder nearest to the ball and increases _ 
his speed. 


ERRORS Z 
Errors occur at random, according to the player’s Fielding rating. Just hope it 
doesn’t happen at a critical moment. 


MANAGER TIPS 


TURBO MAINTENANCE 


Pay close attention to your Turbo Meter during a play. It diminishes fast. Don’t 

just hold down the button, because the Turbo is limited to one half inning at a 

time. It recharges between innings. Scoring runs or making a special play will 

help to replenish your Turbo:Meter.during the inning. Otherwise, you'll be limited 
to default speed until that half inning is over. 


TIP 
Use your Turbo to run the bases. It’s not out of the ordinary for a hard line drive 
~ shot into the outfield to turn into an out at first base. 


> 


A MI Players have 3 major attributes: Contact, Power & Speed. Batting determines 

jow likely a batter will hit into the holes. Strength determines how strong a play- 
r is when hitting the ball or making contact with another player. Speed deter- 
nines how fast a player runs. 


When hit with a Bean Ball, a batter’s attribute could weaken. Over time, he will 
regain lost attributes. There is also a chance that your player will become 
enraged by the assault and explode in anger, increasing all his attributes. When 
this happens, the batter will rush the mound for a little payback. 


_ The winner will remain On-Fire on the bases, on the field and even when he 
comes to bat in subsequent innings. He will lose fire only when he’s called OUT 
while at bat or while running the bases. 


' Strength, speed and success will follow your players once you are “On-Fire”. 
/ When you are on fire, your Turbo will never drain. 


A Pitcher can catch fire by striking out 3 batters without giving up a run. A pitcher 
loses fire when he gives up a run. 
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MANAGER TIPS 


While batting, all runners on base will auto- 
matically take a safe lead-off. Base runners 
will retreat automatically on pick-off plays 
unless the user designates otherwise. 


For example: If a base runner on first base 
is told to steal second, and the pitcher 
attempts a pick-off play to first, the base 
runner will commence on stealing second ¥ 
base. To cancel a “Steal” command and = 
retreat back to the base, press the button. 


Base STEALING 

While batting, the offensive player may indicate to the base runners to steal the” 
next base. This is done by indicating the target base with the directional buttons 

or left analog stick and pressing the button. That will lock the “Steal” com- aa 
mand to the appropriate runner. Dees 


Each runner may be given a “Steal” command if desired, giving the player indi-_ 
vidual control of runner actions. So, with runners on first and third, the player ~ 
may indicate that the runner on first base steals second, but the runner on third — 
holds tight. : 


Also, with bases loaded, you may indicate that the runners on second and third” 
steal their next base, but the runner on first base stays on first. Pressing the” 
“Steal” button without indicating a target base will cause all runners to steal. 
The Retreat button will cancel any steal commands. Use the directional buttons 
or left analog stick and the (GEM) button to selectively retreat base runners. 


While running the bases, the player may “Advance” runners to the next base by ~ oie 
indicating the target base with the directional buttons or Left analog stick and ~ 


pressing the button. Pressing the Advance button with no target base will 
advance ALL runners to the next possible base. 


This system keeps the game simple at a beginner’s level, but gives the moreu 
advanced player more control by allowing some runners to advance while oth- 
ers are retreating. You may only advance the runner one base ahead of his des- 
tination base (i.e. - You may only indicate to a runner going to first base to take 
second base. When he is halfway to second base, you may indicate that he take . 
third base, and so on. You may not indicate that a runner take home plate while 
he is running to first. 


MANAGER TIPS 


SASE RUNNING 


’ (CONT.) 
RETREATING BASE RUNNERS 


Retreat runners to the last base they “owned” by indicating the target base with 
the directional buttons or Left analog stick and pressing the TEX button. 
Pressing the “Retreat” button with’no target base indication will retreat all run- 
“ners to their last “owned” base. This allows some runners to retreat while oth- 
~~ ers are advancing. You may only retreat a runner back to his last “owned” base. 


ral . For example: You cannot indicate that a runner goes back to first base if he has 
already reached second base. When the runner reaches second base, it becomes 
_ “the new “owned” base. The only way a runner can retreat back past his last 


4 runner heading to a base has the option to “Slide” (& button) to the base in 
order to decrease the probability of being tagged out. Since “tag outs” to run- 
"ners happen automatically on normal standing contact to fielders, a slide will 
cause a fielder’s tag to reach the base runner a bit later than a normal tag. 


The runner may execute the “Slide” by indicating the target base with the direc- 
tional buttons or left analog stick and pressing the © button. When the “Slide” 
command is given, the move will execute when the runner reaches the appropri- 
- ate distance from the target base. A slide will not execute if the runner is too close 
to the target base. Pressing the “Slide” button with no target base will cause all 
” base runners to slide into the next base. Again, this allows some runners to slide 
’ while others are performing some other action. Slides will not use up any Turbo, 
© but will slowdown your run momentum for advancing to a further base. 


Supine Take-Outs 


Sliding Take-Out moves such as “Leg 
Sweeps” can be performed by indicating 
the target base with the directional buttons 
or left analog stick, and pressing the GER 
button and @ button (Turbo and Slide) 
simultaneously. The sliding runner will per- 
form a “Take-Out” move at the end of the 
slide. 


If the take-out move contacts a fielder, it will cause the fielder to be knocked off 
balance (flail), potentially disrupting his play. 

If the fielder is holding the ball, there is a chance that the ball may be knocked 
loose and the runner will not be called “out”. If you anticipate a “Sliding Attack’, 


press the ® button to jump over and avoid the attack. While the fielder is air- 
borne, throw the ball. Sliding attacks will utilize a big chunk of Turbo. 


MANAGER TIPS 


On-Base Scurries 


Fielders can perform extra tags to an on-base runner by pressing the © button 
(Hard Tag). This has no real value other than being fun. However, pressing the 
(ZEB button and © button (Turbo and Hard Tag) simultaneously will drain some 
of the base runner’s Turbo. 


On-base runners can defend themselves from fielders performing extra-curricu- 
lar tags by pressing the © button (Clear-Out). This will give a shove to the field- — 
er and clear him away from you. The runner also has the ability to “pop” the ball 
from the fielder’s hands by pressing the button and © button (Turbo and — 
Clear-Out) simultaneously. The likelihood of this is determined by the runner's 

Strength attribute versus the fielder’s Strength attribute. 


Base Running Ciear-Ours ¥ 


Base runners can avoid being tagged out by clearing out pesky fielders in the A 
base path in the form of a “Stiff-Arm” or “Door-Kick” type move. These oe 


Out” moves may be executed by the base runner by pressing the © button. If the” 
runner makes contact with the fielder while executing an attack, the fielder will 
be knocked off balance (flail). TK. 


If the fielder is holding the ball and the attack makes contact before the fielder 
can make the tag, there is a chance that the ball will be knocked loose and the 
runner will not be called “out” “Clear-Outs” will use a good chunk of Turbo for _ 
each runner performing the move. The result of the “Clear-Out” is determined by 
a runner’s Strength attribute versus the fielder's Strength attribute. 


FiELDER TAGS 


A fielder may tag out a runner by either simply making body contact with the run=— 
ner while the ball is in his throwing hand, or he may perform a longer reaching — 
“Hard Tag” to the runner by pressing the © button. You must press the Hard Tag 
button to tag out a sliding runner. Hard Tags are also useful in countering a 
“Base Runner Clear-Out’, as it will disrupt his attempt to knock you over. 


MANAGER TIPS 


A full Turbo meter will be awarded at the start of each half inning. Using Turbo 
while performing moves will, in most cases, enhance those moves. If Turbo is 
used while running, the run will be faster. If Turbo is used while throwing, the 
throw will go. farther and faster, etc. Some moves will drain Turbo even if the 
Turbo button is not being pressed. “Base Runner Clear-Outs” are a good exam- 
ple. When these moves are executed, the Turbo Meter will automatically be 
drained the appropriate amount. 


* \ Use your Turbo wisely! The Turbo meter will not automatically be replenished 
sduring an inning, but there are events that will replenish Turbo energy. On 
Offense, you may regain Turbo by stealing bases, scoring, and watching a 
pitch for a “ball”. On Defense, you may regain Turbo by getting players out and 
‘fooling a batter with a “strike”. 
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} UGFEST BATTING a 
At THE PLATE 


Almost every pitch can be hit! Timing is the most 
important element to MLB Slugfest batting. 
Whether a pitch is high, low, inside or outside, if 

your swing is timed properly, you will make con- 

tact. Solid contact with the ball is determined by matching up the swing location 
_ to the pitch location. If your batter has a higher batting rating, he will make bet- 
ter contact even if he doesn’t match the pitch exactly. The size of the yellow ball 
cursor will give the batter a clue to how high or low the pitch is. The higher the 
ball is from the ground, the larger the cursor will be, and the lower the ball, the 
smaller the cursor. 


Battinc Swings 


“Contact Swings” will deliver a nice safe swing, which has a high likelihood of 
landing a player on base. “Power Swings” increase a batter’s chances of hitting 
a home run, but with the drawback that if the swing is not matched up exactly 
to the pitch location, there is a higher chance of a bad hit to occur. “Turbo 
Swings” will increase the power behind each type of swing, but will drain a 
chunk of Turbo. Use your Turbo wisely! 


DiRECTIONAL BATTING 


This entirely new MLB Slugfest batting system allows you to aim your hit like an 

MLB player. To aim for the fences, push f on the left analog stick. To slap an 

outside pitch down the right field line, push the left analog stick ™ . To pound a 

grounder through the hole for a hit, push the left analog stick 4 and to the &. 

For best results, you need to make sure that three factors are in agreement: (1) 

the direction of your swing; (2) the location of the pitch; and (3) the timing of 
wing. 


notice the difference. 


For example, if you get an inside pitch, the best response is to pull it down the 
line, and swing a bit early so that the force of your bat lines up with the direction 
you are aiming the ball. This new batting mode doesn’t use any random num- 
bers to determine where the ball goes. Your success depends entirely on ve 
player’s ratings and your actions with the controller, influenced by the pitch typ’ 


and location and the pitcher’s ratings. After you play for a while, you should’ 


MLB Slugfest Loaded rewards good hitters § 
with the opportunity to become “on-fire.” It’s 
our simple 2 for 2 for 2 rule. The first 2 batters 
ona team to hit 2 for 2 will catch “On-Fire” and 
will retain this reward until they are called out 
(See On Fire, pg. 20, for more details). 


PITCHING 


Pitcu TYPES 


Every pitcher has his arsenal of 4 different pitch types. Holding down the TZ 
button (Turbo) when pressing the © button (Pitch) will deliver an extreme ve 
sion of the selected pitch, giving each pitcher 8 different pitches he can throw. 
Mixing up your pitch types and locations is a great way of throwing off a batter's 
timing. Each pitcher can obtain a Special Pitch by throwing 5 strikes. Th 
Special Pitches are wild, physics defying throws that are very difficult to hit, b it 
very cool to watch! See Special Pitch Meter, pg. 19. 


CHancine PitcHers 


Once the batters becomes acquainted with a pitcher’s throwing speeds ana f 
pitch types, it is a good strategy to change your pitcher to introduce a fresh arse- 
nal of pitches that will keep the batters guessing. 


FIELDING 
IN THE OUTFIELD 


When a ball is hit past an outfielder, immedi- 
ately press the ® button (Change Player) to 
take control of the closest fielder to the ball. 
The player you are controlling in the field is 
noticeably faster than a CPU controlled fielder. ! 
If the ball is just out of reach of your fielder, press the ® button Gump) to lea , 
at the ball and make a spectacular diving cated Timing i is critical in making div 

ing catches, so practice, Se Sate ee ore, 


PAUSE OPTIONS 


At any time during the game, press the B button to view the Pause Menu. 


INSTANT REPLAY 


The Instant Replay feature allows you to 
review a great play. Once a play has ended 
and the pitcher again has the ball; pause the 

* game and select this option to view the Instant 

_ Replay screen. 


—————_ 
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__ Use on-screen controls to Play, Rewind or Stop 
~ the replay. Press the ® button again to return 
_ ‘to the Pause Menu. 


> SUBSTITUTIONS 


“One of the other new features in MLB Slugfest Loaded is the in-game 
ubstitution option. You can replace players during a game using this option. 
ss the directional buttons f or § to highlight a player you’d like to replace, 
en press the @ button. 


Use the same method to choose the player you want to substitute the replaced 
player. Repeat this process until you’re happy with your substitutions, then press 
the ® button to confirm the changes. 


CHANGING PITCHERS 


MLB Slugfest Loaded makes it very simple to bring in a relief pitcher. Simply 
select Replace Pitcher. You'll then be able to select another pitcher or your clos- 
er. The new pitcher will then be on the mound and ready to go. 

. Note: This option is not available until your team is in the field. You can’t change 
_ pitchers while your team is at bat. 


ControuerR HELP 

The Pause Options screen includes a nice controller layout diagram you can use 
to refresh your memory regarding the controls of MLB Slugfest Loaded. Press 
the button or GEE button to cycle through the layouts. They’re also dis- 
played on page 4 of this manual. 


OPTIONS 
CONTROLLER 


If you’d like to switch sides during the game, you can use this option to take con- 
trol of the other team. 


Aupio Options 
See Audio, pg. 8. 


Game Options 
See Game Options, pg. 7-8. 
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GAME BALANCE 


You will earn a Slugfest Rating for playing online, similar to a chess ranking; 

based on the quality of the opponents you defeat or are defeated by. This rating” 
is displayed next to your account name. This rating is especially useful for fin 2 
ing competitive-opponents in the ‘Playground League: 7 


¢ New online players start with a SlugFest Rating of 500. 


¢ When a game is completed, the winner’s new rating is determined by adding 
20 points and adding 1/20th of the difference between his opponent’s rating 5 
and his own rating (note that this number might be negative if he defeated a 
weaker opponent). 


* The loser’s new rating is determined by subtracting 15 points and then adding, 
1/20th of the difference between his opponent's rating and his own rating 
(again, that this number might be negative if he lost to a weaker opponent). — 
All decimals are truncated (i.e. 6.7 converts to 6). 


¢ For calculating rating adjustments, differences of greater than 300 points are Nr 
treated as equal to 300 (meaning that a player always earns at least 5 points ce 
for a win). er 


¢ In the case of a disconnection, the disconnecting player loses 5 rating point yoy 
if he was losing at the time of the disconnection. The other player is unaffected. 


EXAMPLE: 
1. Rick signs up for online play. His starting rating is 500. 


2. Rick defeats a 700-rated player. He gains 20 points for the win, plus 10 for the 
quality of his opponent, bringing his rating to 530. 


3. Rick defeats a 400-rated player. He gains 20 points for the win but loses 6 F 
points for the quality of his opponent ( [ 400 - 530 ] / 20 = - 6). This raises his 
rating to 544 (530 + 20 - 6). 


4. Rick loses to a 750-rated player. He loses 15 points for the loss, but gains 10° 
points for the quality of his opponent ( [750 - 544] / 20 = 10). This drops his 
rating to 539 (544 - 15 + 10). q 


5. Rick loses to a 1000-rated player. He loses 15 points for the loss, but gains 15° 
points for the quality of his opponent (300 / 20 = 15). Remember that differences 
greater than 300 points are treated as equal to 300 points. Rick’s rating is 
unchanged by this defeat. 


ONLINE USER AGREEMENT 


lelcome tc W Online Tou Network. Po d by GameSpy(tm). 


In order to use the online features in MLB Slugfest:Loaded we need for you to read the information below, as it describes the terms under which we are 
Offering you this extended functionality, and the rules that we require you to abide by when using the Midway Sports Online Tournament Network. 


When you have read the information below, please select the ‘AGREE’ button to continue if you agree to the terms and conditions stated. If you select ‘DIS- 
AGREE’ you will not be able to use the Midway Sports Online Tournament Network. 


Midway Home Entertainment Inc. 
MLB Slugfest:Loaded Online Access Terms and Statement 

These MLB Slugfest:Loaded Online Access Terms (“Access Terms”) apply to your use of the online multiplayer and ery services — such as online 

Competitions, in-game public.and private. chats, voice conversations, online tournaments and gameplay — (“Service”) brought to you by Midway Home 

Entertainment Inc. (“Midway") 10110 Mesa Rim Road, San Diego; California 92121, through its service provider, GameSpy Industries, ines ance 

Midway and GameSpy are referred to collectively as “Service Providers.” To access the Service, you must have purchased a copy of Midway's MLB 

 Slugfest:Loaded game for PlayStation®2, have a network adaptor for PlayStation®2, and have broadband Internet access. 

You should read es Access Terms carefully, as they contain the Rules of Conduct that apply to your use of the Service. As part of our efforts to bring you 
"New and exciting features, we may update Access Terms from time to time. It is your job to periodically review these Access Terms for applicable 

changes. Your use of the Services after we post any changes to these Access Terms constitutes your agreement to those changes. 


1, Your Registration; User Account; Privacy 

To access the Service, you will need to create a registration account (“Account”). By creating your Account, you will be asked to agree to comply with these 

7 Access Terms and the Rules of Conduct. To create your Account, you will be prompted to enter a nickname and peed: During the registration process 

s ‘we may also collect your PlayStation®2 or MLB Slugtest:Loaded identification number. These identification numbers are unique numbers assigned to your 
7 machine or your copy of the game, and do not contain any personally identifiable information. GameSpy may collect this information in to assist 

+... Midway in providing services and features to you, such as verifying winners in any online tournaments cds! may offer. You will not be required to pro- 

ic pap itn) identifiable information during the. registration process. Your nickname will be your online identity when you use the Service. You may 
select a nickname that is already in use by another user. 


Yo acknowledge and.agree that the Service provides you with access to other individuals, including the ability to talk to other players using an fe) 
i 


s eadset, and that you have no expectation of privacy when using the Service. To protect your identity, the Service Providers employ electronic 


and remove certain posts identifiable information from the content of text postings, such as email addresses and phone numbers. You under- 

dand acknowledge that these filters cannot serve as a complete protection of your personal identity and are not and cannot be employed for voice com- 

ation using the optional headset. You further understand and acknowledge that you have control over your privacy on the Service, and that to the 

that you release personally identifiable information to other users through use of the Service, you do so at your own risk. To protect your identity, we 

courage you not to use your first or last name as your nickname, and not to disclose personally identifiable information to others on the Service. Because 

the live, interactive nature of voice communication using the optional headset feature, the Service Providers do not allow children under 13 to participate 

i a sedi in MLB Slugfest:Loaded. If you are between the ages of 13 and 17, you should obtain your parent or guardian's permission before 
using that feature. 


Midway may offer sweepstakes, contests, or other interactive features (such as email notifications) in the future. In order to receive or participate in those 
features, you may need to disclose some personally identifiable information to Midway. Any such information Midway collects will be subject to the terms 

= of the privacy ist aa are given at the time you are asked for the personally identifiable information. Your participation in one of these additional Midway 
features may also be subject to a separate agreement or additional rules. 


By creating an Account, you agree that use of your Account is expressly limited to you. Your Account may not be transferred or shared with any other party, 
temporarily or permanently, including any individual whose Account was terminated by Midway. You further agree to bear sole responsibility for all uses of 
your Account and for the confidentiality of your password. 


fh, Rules of Conduct 
YOU AGREE TO OBEY THE RULES OF CONDUCT AT ALL TIMES WHILE YOU ARE USING THE SERVICE. YOU UNDERSTAND THAT IGNORANCE OF THE LAW OR 
OF THE RULES OF CONDUCT IS NOT AN EXCUSE. Your compliance with the Rules of Conduct will be interpreted by eae and Midway's decisions regard- 
___ ing your compliance are final. By using the Service, you agree to submit to the interpretation and enforcement of the Rules of Conduct by Midway. 


By accessing, lege in, or otherwise using the Service, you agree to the following Rules of Conduct: 
1. You agree that you will not say, submit or otherwise post or state to other users any content that: 
a a) Contains offensive, profane, harassing, defamatory, inappropriate, racist, threatening, infringing, obscene, or unlawful material, including content that 
, contains excessive shouting (ALL CAPS) or flooding (the posting of repetitive text); 
i Contains slanderous or libelous comments about other users, the Service Providers’ employees, or other individuals; 
¢) 


Contains personal information about any individual; 
Violates the privacy of any other individual or entity; 
) Contains business solicitations of any type, including advertising a product, offering a product for sale, or directing readers to a location for more 
information about a product; 
f) Contains viruses, corrupted files, or any other similar software or programs that may adversely affect the operation of the Service Providers’ system 
‘ or a third party's computer; 
8 Undermines the operation of the Service or a feature thereof; or 
Contains unauthorized copies of third parties’ works. 


You understand and agree that Midway has the right to take any action it deems reasonable to end any offensive or otherwise objectionable activity, includ- 
a ing the posting of material that violates the foregoing terms. 


2. You may not access the Service to collect information, ane Le pee to send mass electronic mailings to users of the Service, 
3. You agree not to use the Service to offend, harass, defame, or threaten another individual, including agreeing not to use the Service to form groups or 


in clubs that are based on or espouse racist, sexist or other hate-based philosophies. You further agree not to engage in any activity that interferes with 
ae the ability of other users to enjoy the free and unfettered use of the Service. 

4.” By participating in the Service, you agree not to impersonate any person or entity or falsely pieteaely bs affiliation with any person or entity, including 
\. any claim to be, or impersonation of, an employee, authorized representative or member of Midway, GameSpy, Major League Baseball Players 


Association, Major League Baseball Properties, Inc. or any MLB sports team. You further agree not to provide false or misleading information to any 
Midway employee or authorized representative. 

5. You agree not to interfere with, hack, or decipher — or attempt to interfere with, hack or decipher — any transmissions to or from the servers on which 
the Service resides, or the servers of any other individuals or entities that have access to the Service. You further agree not to exploit the Service, including 
any hidden bug therein, to attempt to gain an unfair advantage in the play of the MLB Slugfest:Loaded game. 

6. The Service may not be used for unauthorized electronic commerce. Use of the Service or any of its features for the sale of products or services is 
prohibited. If, in the sole discretion of Midway, you are found to be using the Service for any inappropriate commercial purpose, Midway reserves the 
fight to take any action it deems reasonable to end such activity. 

7. By participating in the Service, you agree not to violate any local, state, federal, or international law, regulation, rule, or guideline, nor will you discuss 
any unlawtul activities, such as hacking, pirating, phreaking, use or promotion of illegal drugs, the exchange or transfer of pirated software, contraband, 
or other materials that are in violation of U.S. or international copyright laws. 

8. Unless Midway lets you know otherwise, you may not reproduce, duplicate, copy, sell, or otherwise transfer or commercially exploit any Content or any 
Third Party Content (in each case, as defined in Section IV below), accessible through the Service. 


Iii, Enforcement of Rules of Conduct and Termination 


| __ Your use of this site is subject to the Rules of Conduct and the Access Terms, any other terms applicable to the various features of our site, and all applica- 
1 ble laws, rules, and regulations. Midway may terminate your Account with or without notice to you if we believe, using our sole discretion, that you have 
ra, d any of the Rules of Conduct, these Access Terms, or any law. 
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ONLINE USER AGREEMENT 
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olen Je through the Serviog, Induding art Work, graphics, Iniagesy screen Shuts tate isc’ OUvelly files, s 
product and character names, slogans, and the compilation of the foregoing (“Content”) is the property of Midway and its licensors and is protected in 
U.S. and internationally under trademark, copyright, and other intellectual property laws. Third party content, including trademarks, trade names, charac- 
ters, and trademarks and copyrights (“Third Party Content”) is the property of the third parties that market or license that content, and is used by Midway 
‘subject to license, or subject to the fair use provisions of U.S. law. Users of the Service are expressly forbidden to misuse any Content or any Third Party 
Content that appears on the Service. You agree not to display or use any Content or Third Party Content accessible through the Service, in any publications, 
in public performances, for any commercial purpose, in connection with products or services that are not those of Midway, in any other manner that is I > 
ly to cause confusion among consumers, that disparages or discredits Midway and/or its licensors (including GameSpy), that dilutes the strength of Mid 

Or its licensors’ property, or that otherwise infringes Midway's or its licensors’ intellectual property rights. This includes, your agreement that you will n 
distribute any utilities, tools, software, or other materials that could facilitate the Service or the MLB Slugfest:Loaded game, 


If you are a trademark or copyright owner and you believe that your trademark rights have been violated in any way, please complete and submit 6 
Intellectual Property Infringement Notification Form to our designated agent, Michael Burke, at Midway Games Inc., 2704 West Roscoe Street, Chicago, Minois 
60618 or at ip@midway.com. A copy of the form is available as a hyperlink from section V of the Terms of Service at our Midway.com Web site 
(http://www.midway.com). Our agent information is provided pursuant to the Digital Millennium Copyright Act, 17 U.S.C. § 512(c)(2). Our designated agel 
will respond only to these trademark or copyright issues, for general questions please contact Midway Customer Support at (903) 874-5092 between 10:00 
a.m. and 6:30 p.m. CST Monday through Friday. 


V. Indemnification 
You alone are responsible for your use of your Account, and agree to indemnify and hold Midway, GameSpy, and their respective parents, affiliates, sub= 
sidiaries, employees, officers, directors, and contractors harmless from any liability or damage, including reasonable attorney's fees, arising from your use: 
of the Service including (i) for or related to your violation of these Access Terms or the Rules of Conduct, (ii) for statements you make or content you p 

(iii) for improper or illegal use of your nickname and password, or (iv) for the infringement of any intellectual property or privacy right of any person. 


Vi. Representations, Warranties, and Acknowledgement 

You participate in the Service and its features at your own risk. If you are dissatisfied with any feature, operability, content, the Access Terms (including Ri 
of Conduct), other agreements Midway imposes as a condition of usage, or any other component of the Service, your sole remedy Is to discontinue use oi 
the Service. Much of the content accessible through the Service is posted through third parties subject to these Access Terms and to the Rules of Conduct 
Midway does not endorse and is not responsible or liable for any such third party content accessible at the Service. In addition, the Service Providers maki 
No representations about the reliability of the features of the Service, and disclaim all liability in the event of any service failure. You acknowledge that a 
reliance on such material and/or systems will be at your own risk. The Service Providers make no representations regarding the amount of time that 

tent accessible through the Service will be preserved. By posting content through use of the Service, you will be deemed to have granted Midway a lice 

for the perpetual, non-exclusive distribution of the information or materials worldwide in any form or forum without charge or liability. 

THE SERVICE IS PROVIDED ON AN “AS IS, AS AVAILABLE" BASIS, NO WARRANTIES, EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO THOSE OF MER- 
CHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE, ARE MADE BY THE SERVICE PROVIDERS WITH RESPECT TO THE SERVICE OR ANY INFORMA 

OR SOFTWARE ACCESSIBLE THEREFROM. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE, SHALL THE SERVICE PROVIDERS BE LIABLE FOR ANY INCI- 
DENTAL, SPECIAL, OR CONSEQUENTIAL DAMAGES THAT RESULT FROM THE USE OF OR INABILITY TO USE THE SERVICE, NOR SHALL THE SERVICE PROVIDER 
BE RESPONSIBLE FOR ANY DAMAGES WHATSOEVER THAT RESULT FROM MISTAKES, OMISSIONS, INTERRUPTIONS, DELETION OF FILES, ERRORS, DEFECTS 
DELAYS IN OPERATION OR TRANSMISSION, OR ANY FAILURE OF PERFORMANCE WHETHER OR NOT CAUSED BY EVENTS BEYOND THE SERVICE PROVI 
REASONABLE CONTROL, INCLUDING BUT NOT LIMITED TO ACTS OF GOD, COMMUNICATIONS LINE FAILURE, THEFT, DESTRUCTION, OR UNAUTHORI 
ACCESS TO RECORDS OR PROGRAMS ACCESSIBLE THROUGH THE SERVICE. IN NO EVENT SHALL THE COLLECTIVE AGGREGATE LIABILITY OF THE SER 
PROVIDERS FOR ALL DAMAGES, LOSSES, AND CAUSES OF ACTION EXCEED FIVE DOLLARS ($5.00). SOME STATES DO NOT ALLOW THE LIMITATION 0 
EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES; AS A RESULT, THE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YO 


Vil. Sony Computer Entertainment Inc.'s Dynamic Network Authentication System Disclaimer 

This Software uses "DNAS" (Dynamic Network Authentication System), a proprietary authentication system created by Sony Computer Entertainment Inc. 
("SCEI")."DNAS" retrieves information about a user's hardware and software for authentication, copy protection, account blocking, system, rules, or gal 
management and other purposes. The information collected does not identify the user personally. A PUBLISHER CAN COMBINE THIS INFORMATION 
PERSONALLY IDENTIFYING INFORMATION FROM THE PUBLISHER'S RECORDS IF THE USER PROVIDES THE PERSONALLY IDENTIFYING INFORMATION. BEFORE) 
PROVIDING ANY PERSONAL INFORMATION TO A PUBLISHER, PLEASE BE SURE TO REVIEW THE PUBLISHER'S PRIVACY POLICY AND TERMS AND CONDITIONS 
OF USE. DO NOT PROVIDE PERSONALLY IDENTIFYING INFORMATION TO A PUBLISHER UNLESS YOU ACCEPT THE CONDITIONS OF USE AND TERMS OF 
PRIVACY POLICY. SCEI, Sony Computer Entertainment America ("SCEA") and their affiliates cannot guarantee the continuous operation of the "DNAS" server 
SCEA shall not be liable for any delay or failure of the "DNAS" servers to perform. If you receive a message during login identifying a "DNAS" authenticé 
tion error, please contact SCEA Consumer Services at 1-866-466-5333. For additional information concerning "DNAS", visit www.us.playstation.com/DI 

In the event of a systems incompatibility or inoperability with DNAS, the sole liability of SCEI, SCEA and their affiliates shall be limited to the repair or replac 
ment of the user's affected game software, console or peripherals at the option of SCEA. SCEA, its parents, affiliates, or licensed Publishers shall not bt 
liable for any delays, system failures, authentication failures, or system outages, which may, from time to time, affect online game play or access tI . 


Vill. Miscellaneous 

You acknowledge that the Service Providers have the right to delete any messages, files, or any other content that you may have uploaded to any 

of the Service at Midway's sole discretion, including messages, files or any other content that has not been accessed for some period of time and is d 

by Midway, in its sole discretion, to be abandoned, or any materials that violate the terms of this or any other binding agreement. 

Both you and the Service Providers acknowledge and agree that no partnership is formed between you and the Service Providers, and neither you nor 

Service Providers has the power or the authority to obligate or bind the other. 

This Agreement will be governed by and construed in accordance with the internal laws of the State of Illinois. 

No personally identifiable information is collected in order for you to access the Service, and we thus do not knowingly obtain personally identifiable infor- 

mation from children during the provision of the Service. It is Midway's policy not to collect personally identifiable information from children under the 

of 13. To the extent Midway becomes aware that a child has provided personally identifiable information to the Service Providers, the Service Providers 

take measures to remove such information from its databases and from the Service. If you are a parent, we encourage you to discuss with your chi 

web safety, and to educate your children not to provide personally identifiable information to strangers. 
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. Joe Flores 
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F View PROGRAMMING 
Programming Lead .. . Ron Nakada 
Programmers ..... Alex Dubnik, Nathan Martinez, Scott Penso, Bryan Perfetto & Jonathan Stair 


Additional Programming . . . . Graeme Murray & Kyle Radue 
_ Powwt oF View Ant 
Artists ... . Khanh Nguyen & Mike Dudley 
~ Quatity Assurance (Cucaco) 
_ QA Supenisor .... . Loren Gold 


Lead OA Analyst 
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Reggie Banks, Francis Brooke, John Cruz, Dave Casso, Marco Escobar, Andy Hernandez, Chris McFadden, Greg Ranz, Robert 
Reyes, Richard Vrtis, Timothy Waller, Warren Wilkes, Ki Wolf-Smith 


Quay Assurance (San Dieco) 


. Robert Lathan 


Quality Assurance Director ....... Paul Sterngold 
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Lead OA Analysts .......... . Ronald Salleza & Raymond Veerkamp 
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. Travis Butler, Quan La & Richard Phim 

Josh Palmer, Jimmy Storey, Chris Berg, Courtland Jones, Jason Jorgensen, Daniel Kit, 

Ray Mitchell & James Sanders 

. Rommel Abalos, David Branscom, Leroy Butler, Sheloman Byrd, Neil Carter, Ryan Castiglia, 
Tony Drake, Jomel Fontanilla, Paul Gardner, I'Shaun Keen, Jennifer Johnson, Shawn Jones, 
Jason Richman, John Tajuna, Eljin Whitehead, Travis Zander & Robert Zepeda 


Product Testing Analysts .. 


Motion Capture 


Manager of Motion Capture ..... Jim Gentile 
Motion Capture / Animation ...... Steve Bowler, Elias Figueroa, Freddy Palma & Brian Wright 


Audio Lead 
Commentary Design . 
Audio Director . 
Stadium Announcer . 


Pray By Pray / Commentary 
Tim Kitzrow & Kevin Matthews as Jimmy Shorts 

SEEMS SiG oi iia Wi? Beals iia id pi aya Rich Carle, Brian Chard, Matt Kelly, Tim Kitzrow, Kevin Matthews, Jason Meyer, 
Edmund O'Brien & Jamie Vann Zepeda 


. Chase Ashbaker 
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Dir. of Tools and Technology ..... - Cary Mednick 
Chicago Studio Technical Director .. Joel Seider 
Software Engineers .......--..+++ Steve Anichini, Matt Berry, Drew Dormann, Erdem Erdenen, Jason Fugate, Ed Keenan, 
Shawn Liptak, Adisak Pochanayon & Otto Schnur 
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Chief Marketing Officer Steve Allison 
VP Marketing -Mona Hamilton wd 4 
Dir., Sports Marketing . . Tim Granich 
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VP Licensing ........+..+ Pot ne ee Steve Booth 
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Christa Woss, BethAnn Smukowski, Larry Wotman, Max Crawford, Chris Skrundz, Rigo Cortes, Jim Tianis, Jack O'Neall, 
Bill O'Neil & Christian Munoz 


Mioway Leeat 


Debbie Fulton, Rob Gustafson, Nancy Fuller, Cory Halpern & Mike Burke 
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Sammy Sosa, Jimmy Tiberia, Rick Nunnley, Kevin Freistat, John Olshan, Colin Hagen, Michael Napolitano, Eric Rivera, Betsy Whi 
Scott Norwood, Cory Schwartz, Justin Shaffer, Martin Stoltz, Vince Proce, Frank Lucero, Mark Flitman, Rik Haynes, Martin Murphy, 
Chip Sineni, Sal DiVita, Ken Fedesna, David Zucker, Neil Nicastro, Samuel Peterson, Brinton Williams, Scott Bendi 
The Ayzenberg Group, Papa George, Marc Brady, Joe Rallo, Paul Barker, Miguel Gosano, Josh Madland, Rawlings, Pod9 and 
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Music Licensing 
Julie Sessing ; 
Music Supenvisi : 
Adam Boyes 
MLB SiusFest: Loapeo Sounptrack 
“Acknowledge” “Faker” 
Written by Shawn Meehan and Ted Moore “A.M. Argument” 
Performed by Krome Written by TJ. Tognazzini, Kevin Stram, 
Courtesy of Loud Sound Productions, Inc. Derek Dutt and Milos Jahudka 
Performed by Buckfast Superbee 
“Inside” Courtesy of Walking Records 
“Energy” | 
Written and performed Flipswitch | “Not You” 
Courtesy of Static Tactic Records | Written by Jeremy Scott and Shane Pilkey 
Performed by Residue 
“Rock (If You Need It)” | 
“Nobody Sleeps” “Rockstar” 


Written by Ryan Hauschild, Lanny Hussey, 
Tony Kerr & Robbie Watkins 


Performed by Winston 
“Soquel” 
“Dirty Girl” 


Written by Tarl Feser, Spencer Clark, Miguel Gosano, 
Jeff Ellis and Martin Ravenhill 
Performed by Sam 


“Hey You” 

“A New Kind of Low” 
“Seeing Things as They Are” 
“Backfire” 

Written by Charles Gladfelter 
Performed by Ivory Wire 


“Wish | Never Met You” 
Written by John Philippon and Jesse Wainwright 
Performed by State of Shock 
Courtesy of Ear Shock Music 


“Peace of Mind” (Instrumental) 
Written by David Faber and Michael Teigen 
Performed by Seed 


“What Would I Care” 

“Tie It Down” 

Written by Mike Bronsch, Andrew Creed & Chris Brown 
Performed by Symbiant 


Used By Permission. 


PERSONAL RECORDS 


WARRANTY 


MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser of this Midway Home 
Entertainment Inc. software product that the medium on which this computer program is record- 
ed is free from defects in materials and workmanship for a period of ninety (90) days from the 
date of purchase. This Midway Home Entertainment Inc. software program is sold “as is,” with- 
out express or implied warranty damages of any kind, and Midway Home Entertainment Inc. is 
not liable for any losses or damages of any kind resulting from the use of this program. Midway. “og 
Home Entertainment Inc. agrees fora period of ninety (90) days to either repair or replace, at its 
option, free of charge, any Midway Home Entertainment Inc. software product, postage paid, with 
proof of purchase, at its Factory Service Center. 
ay") 
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This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and 

shall be void if the defect in the Midway Home Entertainment Inc. software product has arisen 
through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL 
OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE ~ 
BINDING ON OR OBLIGATE Midway Home Entertainment Inc. ANY IMPLIED WARRANTIES APPLIC= nes v 
ABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF MERCHANTABILITY AND FIT- — Soe 
NESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED 
ABOVE. IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY SPECIAL, Foal 
INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNC- 
TION OF THIS Midway Home Entertainment Inc. SOFTWARE PRODUCT. ; 4! 


Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions 
or limitations of incidental or consequential damages so the above limitations and/or exclusions ~~ 
of liability may not apply to you. This warranty gives you specific rights, and you may also have 
other rights which vary from state to state. mt 


Midway Home Entertainment Inc. Midway Customer Support 
Attn: Tech/Customer Support (408) 473-9499 
PO Box 360839 10:00am - 6:30pm / Pacific Time 
Milpitas, Ca 95036-0839 Monday — Friday 
www.midway.com Email: support@midway.com 
Hints and Tips 


For the hottest tips and codes for Midway games, call 1-900-448-HINT (4468). Automated tips and codes are available 24 hours a 1} 
day, 7 days a week. The cost for automated hints is $1.50 per minute. Live operator support is available Monday through Friday from 
10 am to 6:30 pm Pacific Time. You must be 18 years of age or older or have parental consent to call this number. A touchtone phone 
is required. Messages are subject to change without notice. . 
RSA BSAFE® SSL-C and Crypto-C software from RSA Security Inc. have been installed. RSA is a registered trademark of RSA 
Security Inc. BSAFE is a registered trademark of RSA Security Inc. in the United States and other countries. RSA Security Inc. All 
fights reserved. MOTOROLA and the STYLIZED M LOGO are registered trademarks of Motorola, Inc., and used under license. This 
product contains software technology licensed from GameSpy Industries, Inc. © 1999-2004 GameSpy Industries, Inc. All rights 
Reserved. 

This software uses “DNAS” (Dynamic Network Authentication System), a proprietary authentication system created by Sony 
Computer Entertainment Inc. to provide security and to help protect copyrighted content. The unauthorized transfer, exhibition, oi 
export, import or transmission of programs and devices circumventing its authentication scheme may be prohibited by law. For a 
additional information, see www.us.playstation.com/DNAS. 

The communication function of this product includes software developed by the NetBSD Foundation, Inc. and its contributors. For a »*| 
complete list of contributors please see LIBEENET.TXT in the dee Pate ; : ; bis 
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SPORTS Spy 


®MLB Slugfest® Loaded © 2004 Midway Amusement Games, LLC. All rights reserved. SLUGFEST, SLUGFEST LOADED, MIDWAY and 

the Midway logos are trademarks of Midway Amusement Games, LLC. Used by permission. Portions of this software are Copyright 
1998-2001 Criterion Software Ltd. and its Licensors. Developed by Point of View, Inc. Includes Logitech® USB Audio Technology. Major 
League Baseball trademarks and copyrights are used with permission of Major League Baseball Properties, Inc. Visit the official web site 
at MLB.com. © MLBPA - Official Licensee, Major League Baseball Players Association. Visit The Players Choice on the web at ) 
www.bigleaguers.com. This product contains software technology licensed from GameSpy Industries, Inc. © 1999-2004 GameSpy 
Industries, Inc. All rights Reserved. Midway Amusement Games, LLC and its affiliates do not monitor, endorse or accept responsibility 
for the content of any non-Midway website. Distributed under license by Midway Home Entertainment Inc. 


Midway Home Entertainment Inc. 675 Sycamore Dr. Milpitas, Ca 95035 | 


